
1 The Mtnt Shalt - Sharpen your skill m this begin- 
ners station 4 mutant organisms * II cha'erge you 
in this station Thera art 6 possessions left by pre- 
vious axptoren ottering you a possible 1 100 points 



2. The Slides - Here s an extra challenge Walking 
along the framework where a slide begins starts the 
tun as you begin to slide 5 enemy mutants guard 
the station with 7 possessions totalling 1500 points 



3. The Transporters - The Futuristic Transporters 
start to function Use the number keys to select the 
level you wish to beam up to 8 mutants guard this 
station with 6 possessions to pick up lor 1200 points 



4 The LIUtpads - There's plenty of lumping In this 
station' Precise hopping is required to keep Bounty 
Bob from felling 7 mutants guard this station which 
offers you a possible 2400 points from 8 possessions 



5 Advanced Llilipads - A new challenge has been 
added to this station the Moving Pieces Jump onto 
one end give Bounty Bob a reel! 5 mutants and 7 
possessions m this round with a possible 2400 points 


MINER 

2049er 

In concluding this software catalogue, we really 
have kept the best until last 1 Previously priced 
at over £30. we can now to offer Miner 2049er 
on ROM (ref USM 4801) for only £9 95 Miner' 
took the Atari computing world by storm when 
it was released in 1984. and offers a challenge 
to even the most experienced game players At 
our new low price. Miner 2049er offers excellent 
value for money and on ROM cartridge provides 
instant action The screens on this page summ- 
arise the ten different levels, whilst the story 
below introduces you to Miner 2049er, one of 
the best selling Atari classics ever produced 1 

THE STORY OF BOUNTY BOB 

The cleaning woman was diligently dusting the 
Hall of Fame wall in the office of Headmaster 
Mounty Monty He was quietly doing the paper- 
work that all mounhes must attend to Excuse 
me Sir, but why is there a big black wreath 
around this picture?' asked the woman Slowly 
removing his glasses. Monty looked up and 
studied the picture she was referring to That is 
the famous mounty Bounty Bob' he answered 
He was considered by all to be the most loyal, 
heroic and charismatic mounty that our province 
has ever known ' The cleaner was entranced 
Well, if he was so great, then what is that black 
wreath doing up there?' Monty reclined back in 
his chair as he said We sent oT Bounty out one 
wintry day to find Yukon Yohan. a mean and 
ruthless fur trapper from Sweden ' The cleaning 
woman gulped Nervously she asked What was 
the evil slime of a man wanted for?' A blank 
stare appeared on Mounty Montys face He 
quietly muttered ’Murder' The cleaner was horr- 
ified Did Bounty Bob ever find him?' she wond- 
ered Apparently he did' replied the Headmaster 
We found his dogsled stopped outside an aban- 
doned uranium mine once owned by Nuclear 
Ned Two sets ot tracks led into the mine We 
followed them into the dark passages of the 
mine when suddenly there was a massive 
explosion A huge cave-m occurred We were 
barely able to escape with our lives ’ Whatever 
happened to Mr Bob? Was he ever found? 
asked the mystified cleaning woman 'No' 
answered Monty. He's still m there looking for 
Yukon Yohan Old Nuclear Ned stocked up on 
supplies, so Bounty Bob won't have to worry 
about food it he can survive the radiation ' 

You control Bounty Bob in his travels through- 
out the mine as he attempts to capture Yukon 
Yohan You must 'claim' all of the various mine 
stations Cute but deadly mutant organisms 
prance throughout the mine Any contact with 
them is fatal To avoid contact simply stay 
away from them, or hop over them if you're 
fast Scattered throughout the mine are various 
articles that have been lost by previous miners 
Capture them by touching them and you will be 
awarded points Additionally, the mutants will 
turn into green happy creatures that are now 
edible Quickly run into them before they return 
to their deadly forms and you will eliminate 
them and score points Whenever you walk 
along sections of framework in the mine the 
sections immediately under your feet will turn 
solid To advance to the next station you must 
claim' all sections of the framework Missing 
even one section will stop you from advancing 
to the next station. At the top centre of your 
display is the Miner Timer’. This timer indicates 
how much time you have remaining to finish 
the station When it counts down below a safe 
level, it will warn you by flashing and beeping 
If it reaches zero, your miner dies instantly If 
you finish the station before it reaches zero you 
then receive the number of points that it shows. 




6. Radioactive Waste - Looks deadly, and it is 1 If 
Bounty Bob slips into the tank of waste, death is 
certain' Only 4 mutants are on duty here and 7 pos- 
sessions will help you on this round with 1200 points. 



7 Advanced Transporters - This round has got it all 1 
Transporters. Slides and Moving Pieces make this 
station one to remember 7 possessions worth 2300 
points will help you to munch up the 4 mutants here 



8. The Lift - Jump onto the lift to hoist Bounty Bob 
to anywhere In the station you want 5 deadly mutants 
guard this station, but getting the 6 possessions tor 
1500 promts can halp you to overcome their threat 



•. Tha Pulverizers - This time you have Moving 
Pieces to help you. but Slides and a deadly Pulver- 
izer work against you 1 8 enemy mutants loom around 
with 8 possessions and 1600 point* lor you to gain 



10. Tha Cannon - Load the cannon with as much 
TNT as you need to shoot yourself to any level you 
require 6 aliens feature, but with no possessions to 
help you. But. don't overload the cannon with TNTt 
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Welcome to the very latest Silica Shop software catalogue, featuring over 40 software titles for the Atan 8-bit computer range The 
computers in the 8-bit range are totally compatible with each other and most titles will therefore run on both the old 400/800 series or 
the more recently released XL/XE series. There are however, two titles (Shamus and Astrochase). which will only work on the 400/800 
range, and these are marked ‘Not XIVXE’. This catalogue includes a brief description of each title on offer Prices range from as little as 
£4.95 and many titles are on ROM cartridge for easy/instant loading. Each description's heading includes details of the Silica product 
code, memory size, media (e g C-Cassette, R-ROM Cartridge, D-Disk) and finally the price If the program is available on more than 
one media, the alternatives will be given, along with code and pnce, in the first line of the description The descriptions are all 
accompanied by a picture of the screen to give you an idea of how the program appears In most cases, these are direct pnnts from the 
games themselves, but on some occassions we have used our own sketches to give a representation You should find that your 
computer will produce graphics which are somewhat superior to our humble drawings' We have grouped the titles together by 
manufacturer (i.e. Atari Corporation. APX and Third Party) The Third Party manufacturers include such well known names as Big 5. 
CBS. English Software. Epyx. Infocom, K-Byte and Parker There is a separate Third Party section devoted exclusively to Infocom. 
where we feature six of their famous high quality text adventures. With the exception of Infocom. the titles on each page are at the 
same price (there may be some variation where programs are available on more than one media) Also, again with the exception of 
Infocom, all titles are available for less than £10. We will be pleased to welcome you to any of the four Silica Shop branches (Sidcup, 
Orpington, Lion House and Selfridges) or, if you wish to purchase by mail order, we are only as far away as your nearest telephone or 
post box. Contact our mail order department at Sidcup, and we will deliver your order straight to your door with postage and packing 
free of charge Read on. for the best offers on Atari software in the country, we hope that our range includes something for you 
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XLS 0901 8K R £7.95 


The great old American favourite, updated now by new American technology, Atari Basketball brings you * hn, ' s y°u never knew 
existed Joystick operated, the object of the game is to score more points than the opposing player or team. Each basket or goal is 
worth two points As each game begins, the timer at the top middle of the screen begins counting down from 4 minutes. All games 
start with a jump ball at the centre of the court The Home team always shoots for the left basket and has their score at the top left 
hand side of the screen The ‘visitors' or away team, shoot for the right basket and have their score on the top right hand side. When 
a basket is scored, the player or team scoring it is reset to the centre of the court for defence. The opposing team receives the ball 
under the basket and they proceed 
on the attack There are 5 different 
game variations in Atari Basketball, 
as follows GAME 1: 1 player com- 
petes against a computer player 
GAME 2: 2 players compete against 2 
computer players GAMES 3, 4 and 5 
can only be played on the old style 
Atari 400 and 800 systems. This is 
because they involve the use of 3 or 
4 joystick ports (Only two ports are 
featured on the XL/XE computers). 

GAME 3: For 2 players competing 
against a player and the computer. 

GAME 4: For 2 players against 2. 

GAME 5: 2 player basketball. Blocking, 

> Vir r \ ' I Shooting, Passing and Making Steals 

MmI tJL '+ I all features in this action game which 
is on cartridge for instant gameplay 




QIX 


XLS 7151 16K R £7.95 


1 HIGH SCORE 
OOOOOOO 
A COUERED 53X 


As you race around the screen to complete box after box, you're constantly being pursued by the whirling Qix and sizzling Sparx. An 
action strategy game unlike any other - with a trillion possible outcomes. The aim of this game is to fill in as much of the screen as 
possible by drawing lines to enclose spaces As you draw a line the Qix may try to get you so you have to be careful and quick! If 
you fill in more than 75% of the screen then you start again - eventually having to deal with more than one Qix! Your score is based 
on the area covered by your boxes and the speed at which you draw them. Boxes drawn at the slow speed are worth twice as much 
as boxes drawn at the fast speed If you start out at one speed and switch to the other, you score at the fast rate If you’re playing 
against two Qix and separate them, 
all scores thereafter are doubled. 

Separate them again and your scores 
triple, and so on Remember not to 
stop in the middle of drawing a line 
or a fuse will ignite where you begin 
and run up your Stix and destroy 
you. You can only escape by moving 
again. A box drawn at the slow speed 
is red and a box drawn at the fast or 
mixed speed is blue Just like the 
first time you played Qix in an ar- 
cade, you feel the excitement in your 
stomach. With trillions of possible 
patterns, the home computer game 
of Qix offers all the challenge of the 
real arcade game. You don't just play 
Qix, you feel it For 1 or 2 players if 
you can take the excitement 




ORBIT ESTABLISHED 


STAR RAIDERS XLS 8101 16K R £7.95 

Congratulations, you are now part of the elite unit of the Atarian Starship Fleet-The STAR RAIDERS. You're about to accumulate 
many hours of flight time while battling some elusive, but deadly interplanetary enemies The battleground will be the entire galaxy, 
which for your convenience has been divided into 'sectors' that are displayed on a Galactic Chart. Your orders are to destroy all 
enemy Zylon Starships on sight, show no mercy To date, only three types of Zylon craft have been observed ZYLON FIGHTER 
-Designed for high-speed attacks. At close range they can be deadly. ZYLON CRUISER - These ships have assigned patrol routes in 
a sector and will not attack unless provoked ZYLON BASESTAR - These ships have shields and can only be destroyed at close 
range. The Zylons’ strategy is simple, 
yet clever. They will avoid contact 
unless provoked. While in battle, the 
rest of the Zylon fleet will be surr- 
ounding and destroying friendly star- 
bases, vital for your survival. During 
battle you will be concerned with 
enemy craft which are occupying the 
sector you are in, although you can 
hyperwarp' to any sector at any time. 

Docking at a starbase enables you to 
receive a new supply of energy and 
to repair equipment. During each mis- 
sion you receive updated information 
from the computer on the status of 
your starship and equipment, unless 
your computer is destroyed or dam- 
aged When that occurs you’re on 
your own until repairs are carried out. 
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ATARI CORPORATION - £9.95 


PACMAN 


XLS 6151 16K R £9.95 


Probably the best known video game since Atari invented Pong Only Atari brings the original dot-gobbler and his ghostly pursuers 
to your home computer with the vivid colour and excitement of the arcade original Pacman has an enormous following amongst 
video gamers and all the sights and sounds of the arcade game are reproduced faithfully in this cartridge Your task is simple Guide 
your Pacman through the maze with your joystick, gobbling up wafers and avoiding the pursuing ghosts You may either simply 
avoid them or gobble a crazy pill that will enable you to chase and gobble the ghosts for extra points But be careful, this power will 
only last for a few seconds and the breakneck chase will soon restart. Don't forget, the tunnel can lead you to safety if used wisely 
To escape the pursuing ghosts, enter 
the tunnel on one side of the maze 
and re-enter the other side Bonus 
objects will appear in the centre of 
the maze every now and then and 
you can gobble them up for bonus 
points. Even the programming logic 
of the original arcade game has been 
reproduced as much as possible in 
this computer version, so that the 
ghosts move and behave in a similar 
manner to the arcade original Exciting 
graphics and vivid colours will ensure 
all round family entertainment. You 
start the game with five lives. The 
game ends when you have used all of 
these lives. Pacman is for one or two 
players playing alternately, with each 
requiring a joystick. 




POLE POSITION 


XLS 6800 16K C £9.95 


POSITION 

MARI COMPUTERS 


In Pole Position, you control a grand prix racing car, competing against computerised drivers in a race against the clock You steer 
the car by pushing the joystick to the left or to the right. The fire button takes the place of the brakes Push the joystick forward to 
put the car in low gear and pull it back to shift to high As the Atari balloon passes overhead, you begin the game by attempting to 
qualify for the race. Your point of view is located at eye level, immediately behind your car. You slam down on the gas and begin to 
race along a realistic scrolling raceway with a mountain landscape in the background You are now attaining speed (maximum 
195mph) and cruising along the straight. Pretty soon, you encounter a car just up ahead and you swerve to the right to pass it. Oh 
no! You lose control of your car and 
run off the track right smack into a 
billboard! Valuable seconds tick away 
while you get your car back onto the 
track to continue the race to the finish 
To qualify, you must be placed among 
the top eight cars. If you do manage 
to qualify, you are again placed at 
the starting line to begin the actual 
race. The race is identical to the 
qualifying run except that you must 
finish a certain number of laps. Pole 
Position allows you to select up to 
four different courses Atari Grand 
Prix, Malibu, Indianapolis and Practice 
Run (no cars). You can also determine 
the number of laps for each race (up 
to eight) This is really one of the 
best of all time’ racing games to play 



+ATARI 

DEMO 



TIMEWISE 


XLS 9002 32K D £9.95 


Now there is a way to organise your time wisely! Keeping track of important business meetings or special events is easier on 
Timewise and better than carrying around a calendar for the whole year With your Atari printer. Timewise lets you select the 
schedule you personally require on paper. Timewise is the program that helps active people organise and keep track of a full 
schedule of appointments simply and automatically You can keep appointments for yourself, your entire family or all the people 
involved in a small business. Appointments can be recorded for any time in a day. week or month from 1984 through to 1999 then 
searched for in various ways and displayed on your TV screen If your Atari Home Computer System includes a printer, you can also 
print lists of appointments to keep 
you on schedule each day - then 
update and file the lists in a running 
diary of every scheduled event you've 
been involved in. Quickly and step by 
step, the comprehensive instruction 
guide shows you how to use all the 
features of this helpful program The 
program itself is filled with 'prompts’ 

- messages that appear on your TV 
screen - to help you use Timewise 
Timewise requires a disk drive and at 
least 32K of RAM The use of a printer 
is optional Whatever your business 
or social activities, Timewise can help 
you to make all of your appointments 
on time So, for a whole month's itin- 
erary or just a day's activities, Time- 
wise helps you get organised 
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APX ENTERTAINMENT - £6.95 


CODE CRACKER UXG3900 16K C £6.95 

Modelled on the famous Mastermind board game, Code Cracker is a one or two player game of logic. It demands strategy and 
concentration At the beginning of the game you choose the code length (3-5 digits) and the time factor (1-9 or none). Your 
opponent, or the computer for a one-player game, secretly selects a code of digits. In a two player game, players enter their names 
and follow the computers instructions Using the keyboard, you make as many as twelve guesses in attempting to crack the code. 
Throughout Code Cracker, from selecting game options to typing in code guesses, a text window at the bottom of the display screen 
indicates your available choices The computer gives you clues after each guess: a light green T displays for each correct digit in the 
correct position of the code; a red ‘O* 
displays for each correct digit in an 
incorrect position. Of course, it’s up 
to you to figure out which digits these 
clues apply to Your goal is to decipher 
the code in the least number of gues- 
ses. You enter the position of the 
digit you are guessing at and change 
it with your guess. Play with or with- 
out varying degrees of time pressure. 

Try to beat your previous score or 
that of your opponent. The lower your 
score, the better code cracker you 
are This entire game is written in 
BASIC and can be listed. If you wish, 
you can therefore use your program- 
ming knowledge to alter the game in 
any way. This is a must for all addicts 
of the popular board game Mastermind. 
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TO PLAY AGAXN PRESS PiTTm 


DICE POKER 


UXG4500 16K C £6.95 


ATARI PROGRAM EXCHANGE 


Also available on disk (UXG 4502 - 24K - £6.95) Dice Poker is a game in which strategy can compensate bad dice rolls; at least, up 
to a point! As many as four players or teams can compete at a time A game consists of thirteen rounds of play In each round, you 
can roll any or all of five dice up to three times to obtain one of thirteen scoring combinations, such as aces, three of a kind, and full 
house But you must select some combinations each turn, even if you score zero points. You earn bonus points for rolling five of a 
kind or for high scores At the start of the game, the bottom of the screen displays a bar of the numbers 1-4. Using the joystick you 
select the number of players and press fire. Once you select the number of players, the program clears the screen and then displays 
the playing field for the first players 
turn. For multiplayer games, Dice 
Poker displays the players number in 
the first line of the playing field dis- 
play. The playing field consists of 
four parts; the upper score card (top 
left), the lower score card (top right), 
the action prompt (bottom line), and 
the display lines (bottom half). Dice 
Poker displays your running score as 
well as any bonus points you may 
have earned (ie for rolling a high 
score). The winner in Dice Poker is 
the competitor or the team that has 
the highest cumulative score at the 
end of all thirteen rounds. This is an 
excellent party game as it allows many 
players to compete at the same time 
Fun for all the family. 


DICE 

POKER 


XCE POKER 


FIUE RECO< 


OUXMT A ROLL 

SELECT OXCE TO 


HICKORY DICKORY 


UXE1500 16K C £6.95 


Do you know children who, given the choice between reading the time on a traditional clock in the same room and a digital one in 
another room, will opt for the extra footwork to read the digital time! Many children today grow up with only digital clocks around 
the house When they’re faced with a traditional clock with hands, they’re often stumped. Hickory Dickory can help children master 
the translation process between these two ways of telling time. Parents and teachers alike can use this simple computer program to 
help their young students learn to tell the time. The program displays the time using hour and minute hands on a traditional face 
clock in high resolution graphics. Using either the computer console s keyboard or a joystick controller, the child gives the digital 
equivalent Hickory Dickory offers six 
skill levels exact hours, half hours, 

15-minute intervals, 10-minute inter- 
vals, 5-minute intervals, and all poss- 
ible minutes The child selects the 
number of examples to try. When he 
or she answers correctly on the first 
try, the program indicates to the child 
that a correct answer has been given, 
and then goes on to the next example. 

If the child or student makes an 
incorrect answer on the first attempt, 
the program displays a clue and then 
asks for a further attempt to be made. 

The program moves on to a new 
example only after the child answers 
the current one correctly. A running 
score displays after each example, 
with the total at the end of the session. 
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APX ENTERTAINMENT - £6.95 


OUTLAW/HOWITZER 


UXG 7200 24K C £6.95 


ATARI PROGRAM EXCHANGE 


Also available on disk (UXG 7202 - 24K - £6.95). Here are two games to show off your markmanshlp. In Outlaw you square off 
against another cowboy, who has you cornered in the desert Fortunately for you, you can hide behind cactuses to elude his bullets 
You use your joystick controller to chase your opponent and to take aim, then to scamper out of range as he fires back at you You 
can run him all over the desert, but he’s a real sharpshooter, so you’ll be doing some fancy footwork to get him before he gets you 
The first to score ten hits is the winner. The second game is a more difficult tank game In Howitzer your tank confronts the enemy 
across a river, which neither of you can cross. You hear your tank rumble as you use your joystick to manoeuvre around the field 
But you can't count on the trees to 
protect you from enemy fire. Each 
cannonball you fire that misses its 
target leaves a hole in the field, but 
you'll know when either of you has 
scored a hit - the earth shakes and 
the tank explodes. The first to score 
ten hits is the winner. You can play 
Outlaw and Howitzer against the 
computer or against another player 
To compensate for different levels of 
skill, each side can play with or 
without handicaps - each game has 
eight variations. Both of the games 
use colourful, action packed graphics 
and sound effects, which make these 
games appealing to players of all ages 
and levels of skill. A good double-bill 
party game for all the family. 


OUTLAW/ 
HOWITZER 

«r written Software lor ATARI Home Computer! 



REVERSIII UXG 8000 16K C £6.95 

Also available on disk (UXG 8002 - 24K - £6.95). Reversi II is a two player strategy game similar to the popular board game Othello' 
The object is to outflank your opponent’s squares on two sides - vertically, horizontally or diagonally - to capture them. You win if 
you have more points than your opponent when the last square on the grid is filled Often a substantial lead can vanish with one 
strategically placed marker One player can compete against another player, or the computer at three different levels, using one or 
two joysticks. At the easiest level, the computer always takes the most pieces possible on a move. At the intermediate level, it studies 
not only its possible moves but your resulting counter moves, thereby playing a good defence At the highest level, the computer 
considers its moves, your responses, 
and its next move; it also judges the 
value of each square, since some are 
considered more valuable than others. 

Another option offers an unusual fea- 
ture -you can watch as the computer 
figures out it’s next move (available 
on the highest level of strategy) On 
its turn, the computer displays the 
number of squares to be gamed for 
any legal move and the value of each 
square after considering the next few 
moves Then, after adding the weight- 
ing of this value to each square, the 
computer makes its move The com- 
puter is a challenging opponent and 
its quick response time makes the 
game fun to play. The game requires 
the use of one Atari joystick controller. 
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SELECT COLOR OR BN 


YAHTMAN 


UXG 9950 16K C £6.95 


Most of us have played some version of the popular dice poker games available in both paper/dice and computerised form, but 
Yahtman is a cut above the rest. For one thing, Yahtman joins in every game himself, along with one to six other players For 
another, this fellow is very friendly; he sends messages and performs helpful chores throughout the game, and most unusual of all. 
he shows by his facial expression what he thinks at all times - for good or bad! A game of Yahtman consists of thirteen rounds of 
play for each player. In each round, you use a Joystick Controller to roll any or all of five dice up to three times to obtain one of 
thirteen scoring combinations, such as aces, three of a kind, and full house You select which dice to roll and Yahtman rolls them for 
you. But you must select some com- 
bination each turn, even if you score 
zero points. You earn bonus points 
for rolling five of a kind or for high 
scores At the end of each round, 

Yahtman suggests which combination 
will earn you the most points, but 
you can ignore him and pick any 
unused combination As you study 
each choice, Yahtman helpfully dis- 
plays the score you would earn by 
picking that choice. Your aim is to 
complete as many of the types of 
hand as you can At the end of the 
game. Yahtman totals each player’s 
score and displays them on the screen 
You may then select to play again 
with the same players, or start after 
entering a new set of players names 
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APX HOME/OFFICE - £9.95 


DATA MANAGEMENT SYSTEM UXM2502 32K D £9.95 

With the Data Management System, you can store various kinds of information on your Atari Personal Computer You don’t need 
programming experience to use this system, which is ideal for short records, such as record, tape and book catalogues, telephone 
and address directories, inventories, appointments, lists, and data used by other programs Records can be as large as 140 
characters and your records may have as many as eight fields (units of information). You can specify that the system edits your field 
values in one of three ways, or that no editing be done You perform activities on a file through menu selections and prompts for 
information To set up your files you must first of all define the characteristics of your file. That is, you give it a file name, specify the 
number of fields, the field headings, 
the maximum length of each field's 
value and the kind of editing desired 
Secondly, you add, update and remove 
records within your file as you require 
To find a record, you can search your 
file using any field as a search key 
and using whole or partial values. 

You can display your search results 
on your video screen or print them 
on a printer You can specify printed 
copies of either complete or partial 
records You can also sort your file 
on any field, specifying either ascend- 
ing or descending ASCII values for 
characters in that field. If you want 
sorted search results, you sort first, 
and then you search the sorted file 
and display or print the search results. 



DATA DICTIONARY RECORD 


NAME l F 
TREE! 

CITY, MATE 
ZIP CODE 
AREA CODE 
PHONE NO . 
E.IRTHDAY 


FAMILY CASH FLOW 


UXM4002 32K D 


«Ufll PROGRAM U CHANGE 


Detail of Finances 
INCOME - EXPENSE = VARIANCE 


£9.95 

Have you ever wondered where your money is going? How about the time you could have written off more on your taxes, if only 
you'd had records from January to see what you had purchased? Can you remember your gas and electricity expenses for 
February? Perhaps you're wondering whether you're making enough each month to afford payments on a new car With Family Cash 
Flow, you can answer all these questions and many more This friendly, easy to use program can track as many as 125 expense 
entries in 13 categories and 25 income entries in 5 categories each month It accommodates households with annual incomes and 
expenses up to £999,999 99 You select and perform activities in this automatically loaded program through a series of menus and 
prompts. You use one option to dis- 
play an overview of monthly income, 
expenses, and variance between the 
two items, along with totals for the 
year You use other options to add. 
modify or delete expense and income 
entries in any budget category for 
any month Both categories and entries 
can be up to 15 characters long You 
can display on your T V. screen or 
print two kinds of reports. Yearly and 
monthly summary reports show total 
income or expense by budget cate- 
gory. Monthly detail reports list the 
individual entries for each budget 
category under either income or ex- 
pense. The program comes with a 
good manual Error checking and 
human engineering are very good 


FAMILY 
CASH FLOW 

m »i0M Mm lo» ATARI Horn Computer, 


JAN $ 4105.45 
FEB $ 3185.51 
MAR S 3329.81 
APR $ 10503.97 
MAY S 2618.21 
JUN 5 4797.46 
JUL $ 5435.93 
AUG $ 4126.53 
SEP $ 1908.97 


5898 . 14 
3679 . 56 
3476 . 34 
6480 . 07 
4418.42 
4583 . 72 
4156,23 
4860 . 80 
1107 . 25 


1792 . 69 
494 . 05 
146 . 53 

4023 . 90 
1800 . 21 
213 . 74 

1279 . 70 
734 . 27 
801 . 72 

. 00 


TOT.S 40011.84 $ 38660.53 


PRESS *C* TO CONTINUE 


SPELLING GENIE UXE 8800 16K C £9.95 

anrt°^hfmt bl fh°? d K S .V UXE n 802 ' 24K ' £9 95) Four one player s P ellin 9 games using preset lists, Spelling Genie has so much magic 
l ba Ch Ji dren I?' w '! ant play time and time a 9 ain Teachers and parents will welcome the program's versatility. Along 
e!?,," r£mf!l , Ii ed mfl l l,sts ' Spellm 9 Genie accommodates any spelling list children need Those lucky enough to have 
soon nn .kSu in Pno n b n b J y words to master! Spelling Genie features four very different approaches to mastering 

KndoSf mrfi? SS-VS? flashes briefly and the child then types in the same word In Mix Up. all the letters of a word display 
andom order and the child types in the unscrambled word In Vowels, a word displays with blanks in place of vowels, and the 
child types in the comDlete word In 



child types in the complete word. In 
Word Whizzer, ten words display in a 
column and a spinner displays oppo- 
site one of the words; the child acti- 
vates the ‘whizzer’ by typing the word 
opposite the spinner, Spelling Genie 
also has a tournament option for 
playing all four games consecutively. 
In each exercise, players can’t go on 
until they type the current word cor- 
rectly, but the program helps out to 
avoid discouragement. A child playinq 
the games alone works against the 
clock to spell as many words as 
possible correctly Two can compete 
against each other in these games 
which use either the computer key- 
boardorajoyst.ck ^h^b Children 
can also print lists for further study. 


. encyclopedia 
. Wednesday . . . 


4 ■ perplexed . . . 
5 . transcend . . . 
6 • Per i pheral s . 
7 . c onqueror . . . 
® • exper i enc e . . 
9. Manufacturer 
*•* typtstitlna. 


START MENU 
OPTION 

SELECT WORDS 


0 NONE 

1 ANIMALS 

2 BUGABOOS 

3 FRUITS 

4 VEGIES _ 

6 YOUR BODY 

6 IH5XDE YOU 

7 VEHICLES 
U HOME 

9 THE EARTH 
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APX UTILITY PROGS - £9.95 


CHAMELEON CRT TERMINAL EMULATOR UXU2400 16K C £9.95 

Also available on disk (UXU 2402 - 24K - £9 95) Convert your Atari Computer into a computer terminal 1 For three terminal types 
Ulass 1 r Y, ADM-3A, and VT-52, Chameleon supports tabs, line feeds, form feed and a visual bell signal For the ADM-3A and VT-52, 
it also supports cursor addressing and basic editing features Chameleon's major features are (1) an 80 column, 24 line character 
display (displaying 40 columns at a time) with a lock cursor feature for automatic horizontal scrolling; (2) previous page buffer; (3) 
continuous transmission at baud rates of 75 to 4800 and non-continuous at 9600, (4) selectable input and output parity, (5) a Break 
signal, (6) a full ASCII standard character set; (7) program up loading and down loading capability between your computer and a 
time-sharing system and between two 
Atari computers; and (8) the ability to 
dump the contents of the T V screen 
to a printer Assembly language prog- 
rammers with a 32K disk system and 
the Assembler Editor cartridge can 
define new terminal types with Cham- 
eleon (the disk version includes the 
source code). This is a versatile, well 
thought-out program. The wide screen 
emulation is great for large computer 
systems expecting an 80 column ter- 
minal It has no auto-return mode; 
the host computer must send a CR- 
LF signal. This program requires the 
Atari Basic Language (built into the 
XL/XE computers), an RS-232C de- 
vice and an Atari 850 Interface Module 
or suitable alternative 




UXU 6002 24K D £9.95 


INSTEDIT 

Also available on cassette (UXU 6000 - 16K - £9 95). Instedit is a character set editor that simultaneously displays the character you 
are editing in all six character modes (only 3 are supported by Atari Basic). As you use a joystick controller to edit the character in 
an eight-by-eight grid, you see immediately how each change affects the character in every mode. When you want to experiment 
with combining characters, merging them to create larger objects, you can use Instedit's memo pad mode, which lets you work in 
the lower half of the screen in any of the six character modes. It can even help you to create objects for use with the Atari 
Computer’s system of player missile graphics. In addition to point by point character editing, Instedit’s menu options let you change 
the whole character at once You may 
change it to appear as it does in the 
ROM character set, erase it, restore 
its original shape, invert the colours 
of the letter and background, copy 
the form of another letter, create a 
mirror image, rotate it ninety degrees 
at a time and shift its position within 
the matrix. Other options let you save 
a character set for further work later 
and load in a stored character set. 

Once you've finished editing a set, 

Instedit will store all or part of your 
character data to diskette or cassette 
in the form of Basic Data statements, 
or assembly source code using the 
Byte directive, or even an entire Basic 
subroutine for incorporating your new 
character set into an existing program 




UXU 9200 8K C £9.95 


ULT. RENUMBER UTILITY 

Also available on disk (UXU 9202 - 16K - £9.95). The Ultimate Renumber Utility provides a convenient renumber function when you 
use Atari Basic with your 8-bit Atari Home Computer System. It's easy and natural to use, because it operates like a built in 
command You can change your BASIC program line numbers starting anywhere and renumbering to the end of the program All 
you do is specify the starting line number, the new number you want to assign to that line, and your desired increment between line 
numbers. Or you can accept the programs default values and simply type the direct mode command RENUMBER Not only are 
numbers changed at the beginning of each line, but all references to these numbers are changed within any program statement to 
correspond to the new line numbers. 

The renumbering is carried out com- 
pletely, but any reference line num- 
ber not found among the lines to be 
changed is left as it is. If renumbering 
cannot be completed because of in- 
sufficient memory, or if it would result 
in line numbers out of range, your 
program remains unchanged and the 
message CANNOT RENUMBER’ dis- 
plays on your screen. Ultimate Renum- 
ber Utility is entirely in machine lang- 
uage and it operates directly on a 
BASIC program in memory Thus it’s 
very fast and has no BASIC lines to 
appear when you list or save your 
program It hardly reduces memory 
available and is not affected by a 
NEW command or a SYSTEM RESET. 



Ultimate Renumber Utility 

This utility program resides in the com- 
puters memory and creates a new com- 
mand RENUMBER which allows you to 
renumber the lines of an Atari BASIC 
program whilst in memory. 
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3rd PARTY SOFTWARE - £4.95 


BATTY BUILDERS USB 3700 16K C £4.95 

The object of Batty Builders, from English Software, is to construct walls correctly using the blocks falling from the overhead 
conveyor belt! The blocks each have their own colour and design and to obtain the highest score you should attempt to create walls 
with totally uniform patterns and colour On the completion of a wall, bonus points are awarded, and a new supply of blocks is 
provided Pressing the joystick button raises your arms, and you must be in exactly the correct position to catch the falling blocks, 
otherwise another Batty Builder gets squashed 1 Once a block has been caught, Batty Builder carries it to the chosen location and 
presses the joystick button to launch it into the air - If It is accurately thrown then it will land in the lowest vacant space. If not, then 
it will crash - very dangerous Five 
lives are given at the start of the 
game with extra lives awarded every 
20,000 points up to a maximum of 
seven lives Batty Builders has eight 
levels of play with differing wall lay- 
outs and colours On level one the 
only hazards you encounter are the 
falling blocks, but as you progress 
through the upper levels you have to 
contend with the boxes of TNT moving 
about your legs which make life dif- 
ficult You get 50 points for success- 
fully catching a falling block and 250 
points if you can return It to the right 
place For completing a row, you get 
an extra 625 points and if you go all 
the way and complete a wall perfectly, 
then you will score 5,000 points 
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BOULDERS AND BOMBS 


USB 7201 16K R £4.95 


Trapped beneath a hostile alien planet surface, you must control your rotating auger to clear a tunnel through which your three 
Spelunkers can escape Barring the malevolent Alien Bird Creatures and its brood of Probe Birds is not a difficult task, but these 
birds continually search the tunnels atttemptmg to block you in with mean green fungus and If that doesn't paralyze you, their 
deadly nuclear rods are released to complete their mission Don't forget that you have only one alien day and night to make your 
escape That's not a long time to quickly clear a tunnel through an alien underground by which your intrepid team of Spelunkers can 
pass to safety You can only move one of your Spelunkers at a time in this game for between one and four players Boulders and 
Bombs, from CBS, has 15 levels of 
play or Quadrants' in the initial stages 
of play If you are successful and 
make it through the first fifteen Quad- 
rants, there are another 84 Quadrants 
open to you As you forge ahead 
trying to make an escape route for 
your Spelunkers to pass through, pick 
-up every bomb you pass as you will 
need them to blast your way out of 
tight spots. You can accumulate as 
many as 99 bombs in your arsenal 
Use them to blast through boulders 
in your path as you race against time 
and against the Probe Birds Scoring 
is based upon how long it takes you 
to move a Spelunker to the escape 
tunnel So the clock is against you as 
you race to save your team 




use 2000 32K C £4.95 


CAVES OF DEATH 

From Channel 8, the Caves of Death are a gruesome, nasty place, inhabited by ghosts and monsters eager to kill any adventurer 
foolish enough to enter the caves unprepared Unfortunately you have entered the Caves and must escape the maze of winding 
corridors and caverns within the shortest time possible There is only one solution to the maze, only one exit and to leave through 
that exit the adventurer must have found the large key which opens the door leading to the outside and freedom You must also try 
to collect as many of the 20 golden treasures as possible before leaving Before starting the game you are given the option to choose 
the level of play (the higher the level the harder the game) this generally increases the number of monsters and ghosts in the maze 

You can also choose whether or not 

Cft V€*3 ©F DH&MU the maze should be completely random 
| , or whether it should form a symmetric 

pattern At the end of the game when 
you escape the maze, you are given a 
score which depends on the level of 
play, time taken, and number of gol- 
den artifacts retrieved Each maze In 
Caves of Death has one exit which 
can only be opened with the large 
key Find the key and as many of the 
20 golden treasures as possible, then 
try to find the way to the exit and the 
mountain above the caves Time taken 
Is shown after a successful game. It 
is possible to search most of maze 
one by following one wall However, 
in a randomly selected maze, following 
ono wall will not be so helpful 
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3rd PARTY SOFTWARE - £4.95 


KICKBACK 


KICKBACK 


hh USK 3901 16K R £4.95 

Kickback is a highly unusual and interesting knockout game, with a football type background Points are scored for kicking the ball, 
scoring goals and for knocking out players on the opposing side However, conceding a goal will cost you one of your three lives 
and you can lose points by letting the ball go past you. You are controlling the player at the bottom of the screen You can move up, 
down, left and right as you attempt to rack up as many points as possible Your aim is to kick the oval shaped ball knock out the 
players in the middle of the screen and then to score by avoiding the intelligent and rapidly moving goalkeeper Some of the players 
will disappear when you hit them, but others will deflect the ball back at surprising angles You must be sure not to let the ball get 
past you as you will then lose points. 

There are five skill levels to choose 
from with the game getting harder as 
the level gets higher. You also get 
more points for knocking out a player 
in levels 4 and 5 The scores can be 
doubled at any time on any skill level 
by pressing the trigger. This doubles 
both the speed of the game and the 
points awarded, except for knocking 
out a complete team Press again to 
restore normal speed. Each time the 
ball hits the byline it changes from 
black to blue, and all points are then 
deducted from your score until you 
kick the ball or concede a goal Can 
you reach the ball and 'kick it back’ 
before it leaves the field of play? The 
game is over when time is called 




K-RAZY ANTIKS 


USK 7001 16K R £4.95 


Floods, predators and enemy ants threaten you Bent on the extermination of the white ant, hostile enemy ants are invading your 
anthill. In this game from K-Byte, your mission Is to rid the anthill of enemy ants before they destroy you Deposit white eggs safely 
in the maze of tunnels, they are your only guarantee of survival. Destroy enemy eggs and lure the attacker into the deadly flood 
waters, or into the path of the dreaded anteaters’s tongue Carefully guard your resident white ant through the tunnels picking up 
enemy eggs to prevent their perpetuation, while at the same time depositing your own eggs In your attempt to ensure the continued 
survival of the white ants If flood waters or the anteater's tongue get you, you will lose a life You can rehatch, however, if you have 
laid eggs elsewhere in the anthill. You 
receive forty eggs at the beginning of 
the game. Depositing eggs is the only 
way to ensure continuing survival, but 
even then you must watch out for 
enemy ants eating your eggs K-Razy 
Antiks includes six anthill patterns 
Each anthill challenges you to a com- 
pletely different maze of tunnels There 
are four enemy ants invading your 
anthill. Their 'search and destroy’ 
mission is to chase your white ant 
while devouring all white eggs in their 
path Combat the pursuing army by 
picking up enemy eggs. When you 
deposit them, they will explode, des- 
troying any enemy ants that may be 
close behind you K-Razy Antiks is a 
really CRAZY maze game 




K-RAZY SHOOT OUT 


USK 8501 16K R £4.95 


K-RAZY 


Trapped within deadly Allen Control Sectors, your squad of Space Commanders must shoot it out with dangerous Allen Droids in 
this K-Byte game Only your keen reflexes and trusty laser pistol stand in the way of your total annihilation You have to be sharp 
though, Droids lurk behind every corner of each sector and all of them must be destroyed before you can make a break into a more 
challenging maze Watch out for the walls, they are radioactive The slightest contact will quickly turn your Space Commander into a 
cloud of debris The object of K-Razy Shoot Out is to advance your Space Commander into the alien control sectors, eliminate the 
alien forces in each sector and then escape from that sector You have three Space Commanders at the beginning of your mission 
into the sectors You can lose one in 
several ways if you let him run into a 
barrier, or be hit by enemy fire or 
come into contact with an Alien Droid 
or radioactive debris that follows the 
elimination of an Alien Droid There 
are 7 levels of sectors, each one more 
challenging Each of the Alien Control 
sectors are created at random with 
millions of combinations of barriers 
and escape routes You have to be 
quick, you can only spend a limited 
amount of time In each room The 
less time wasted, the bigger the bonus 
No two games or levels are identical 
See if your Space Commander can 
escape and make it to the rank of 
marksman Very similar in gameplay 
to Atari's own arcade hit Berzerk 
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3rd PARTY SOFTWARE - £4.95 


MOUNTAIN KING USM7001 16K R £4.95 

Deep inside a long lost diamond mine is the secret Temple Chamber of a forgotten civilization. There, a priceless golden crown sits 
high on a pedestal, vulnerable to plundering explorers who want to control it’s power But this treasure is jealously guarded by the 
denizens of the mountain The object of this CBS adventure game is to capture the crown from the Temple Chamber as many times 
as you can and in as many levels of play as possible before your time expires or you are destroyed. There are eight levels of play 
which get progressively more difficult and give you less and less time to complete your mission. You can only enter the Temple 
Chamber when you are protected by a Flame Spirit’ which can be captured on accumulating 1,000 Diamond Points. Diamond Points 
are collected by walking over diamonds 
in the mine There are several enemies 
to contend with in this great adventure, 
which features a high involvement of 
music and sounds as an integral part 
of the gameplay. It will help you to 
capture the Flame Spirit as the games 
theme tune will play louder as you 
get nearer to it. Likewise, the faster 
the music is playing, the less time 
you have left to capture the Flame 
Spirit. You’ll hear your explorer chip- 
ping diamonds from the walls as he 
moves along the passages. You will 
also hear him fall. Enemy Bats and a 
Spider will also make noises, warning 
you of their approach. So, quick think- 
ing and careful listening are needed 
if you are to become Mountain King! 




MURDER AT AWESOME HALL USM7800 16K C £4.95 

You have been called to Awesome Hall in this Channel 8 ‘whodunnit’ to investigate the murder of Colonel Awesome At the Hall are 7 
of his associates, any one of them could be the murderer There are also 7 possible murder weapons and your search will reveal 6 of 
these The missing one is the correct weapon. Your mission is to name the murderer, the weapon and which of the 20 rooms the 
murder took place On starting, a plan of the ground floor will be shown on the screen Your position is indicated by a small square 
in room 5 near to the stairs. To go upstairs move along the middle of the stair As you reach the top, you will enter room 17. On 
entering the room, you can discover the contents by pressing Q. If there is a person in it, you can question them by pressing Y A set 
of questions will appear. Press the 
number of the question you wish to 
ask. The answer will be displayed 
During your investigation, clues will 
be given to help you: PRESS L - For 
a list of suspects and all weapons. 

This will also display any clues you 
have obtained PRESS N - For Detec- 
tive Notes This lists the contents of 
rooms already visited and results of 
questions. Most suspects will have 
an alibi but don’t rely on them unless 
two people agree PRESS C - For 
Case Complete. You will often have 
two suspects who could have com- 
mitted the murder The computer may 
offer extra help at this stage If you 
accept, an extra clue will be given 
which may or may not help you 
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USS 5650 16K C £4.95 


STEEPLEJACK 

An English Software title. Steeplejack is the story of a young boy's dream Little Steeple Jack was riding in his uncle s car when they 
came across the tallest chimney Jack had ever seen When he arrived home he couldn t wait to tell his mother all about the chimney 
and the men working at the top! That night he dreamed he was climbing the worlds tallest chimney, climbing higher and higher, 
when all of a sudden the ladder came to an end and coming towards him was a falling elephant! He jumped to his left and caught 
hold of another ladder when suddenly he saw something really scarey - a flying ghost! Down and down he fell, splitting into pieces 
as he went (of course, it was only a dream) and landed with a terrible thud His eyes opened slowly and he saw his mothers smiling 
face.’Jack’ she asked 'What are you 
doing on the floor?’ ‘Mummy’ he an- 
swered, ‘It was a dream, I was climb- 
ing the worlds tallest chimney, and 
there were elephants and ghosts - it 
was great fun but very scary - espe- 
cially when I fell off!’ So there ends 
the story of Steeple Jack, but this is 
where your game begins. Use your 
joystick controller to jump from ladder 
to ladder, avoiding all the gaps, falling 
elephants and flying ghosts, jumping 
to the left and the right to do so. To 
climb ladders, move your joystick up- 
wards, and downwards to descend 
Select the higher skill levels and notice 
the difference - ladders with lots of 
dangerous gaps, more elephants and 
more flying ghosts 


^teepleJ^ 

r~ 
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3rd PARTY SOFTWARE - £7.95 


ASTROCHASE (Not XL/XE) USA 5801 16K R £7.95 

L h ' S JL 8 ± t J ,y : n9 iV faSt f 9 th ( rough s P ace ,rom p a^er Your mission is to save the earth from destruction Blast off and 

« ft #1? Sinn Ini™ ^ S Ud ?,!: d lax y Seek out and explode mega mines that close in as they orbit the earth But keep an eye 
out for attacking enemy vessels - they II pursue you to the far corners of space' Fire your lasers, or activate your shields and ram the 
oil h , V u 90t 2L n ? 6 th [ u f t 1 P'; o P uls,on . wh| ch IS an amazing feature which lets you fire in one direction while speeding off in 
another. Save the earth from total doom and there is a secret reward waiting for you This game gives spectacular graphics and 
requires both craft and stategy if you are to save the Earth There are 34 skill levels, each one progressively more difficult At the 
start of each game, you receive 3 
saucers, each having 1,000 units of 
energy After completing a chase suc- 
cessfully you will receive 2 bonus 
saucers The Energy generators situ- 
ated within the corners of the force 
field will supply energy each time 
you pass through them You use up 
energy during saucer flight time and 
lose energy if you bump into a hot 
star or planet Each time you hit the 
force field which surrounds the galaxy 
more energy is lost You can, however, 
shoot the force field down On ROM 
cartridge for instant gameplay, Astro 
hase is a great game at a great price 
for any Atari 400/800 computer owner 
Unfortunately, Astrochase.is not com- 
patible with the XL/XE machines 




COMPUTER WAR USC5201 32K R £7.95 

Based on the movie War Games' which was a box office hit in the cinemas of the USA and the UK. Computer War from EMI requires 
nerves of steel! A thermo-nuclear war is imminent! The computer at NORAD, the North American Air Defence System, has detected 
a massive cluster of attacking missiles The military men are on the alert and preparing to make a counter attack Suddenly, you 
realise that something is not quite right - the attacking missiles do not belong to the USSR Somebody has managed to tap into the 
computer and activate a nuclear war simulation program But the computer cannot tell the difference between a simulation and the 
real thing! Unless you take action quickly, the system will launch a wave of American missiles and at least two world continents will 
be totally devastated as a result. The 
only way to prevent such a disaster is 
to knock out the missiles in the com 
uter’s memory banks and to crack 
the code to shut down the bases 
You must use both strategy as well 
as good shooting to destroy the in- 
coming missiles, and you will need 
your coolest head to cope with the 
tension which will mount as you try 
to crack the computer code This game 
features superb scrolling landscapes 
and is on ROM cartridge to enable 
instant loading. So, If global thermo- 
nuclear war is a game, the only winning 
move is not to play it. But this game 
has begun, and the stakes are the en- 
tire world You must play - and win 
-to save the planet from destruction! 

FROGGER USF9001 16K R £7.95 

The arcade favourite, Frogger springs to life with fast paced action, arcade like graphics and even the familiar Frogger theme song in 
Parkers home version Hop your frog across dangerous highways, then over a raging river to the safety of home But your frogs will 
have to leap away from one danger after another before they are safe Watch out for the tricky diving turtles Jump from the frog 
eating snakes and alligators or they will snatch your frogs from you. Frogger is full of fast moving fun. The object of this game is to 
hop as many frogs to safety as you can and to score the most points along the way This game can be played by 1 or 2 players You 
have only 30 seconds to get a frog home, the time left is shown by a bar at the bottom of the screen When only a few seconds are 
left a warning sound is heard, if the 
time runs out then you will lose (one 
of your five) frogs. Time starts as the 
music begins, but you will lose your 
frog if it touches any part of a vehicle 
or is run over You can jump side- 
wards on a log or row of turtles but 
you will lose your frog if you jump off 
the end of a log or turtle sideways 
and fall into the water. Some turtles 
dive occasionally and you must hop 
off them before this happens While 
crossing the river you can score bonus 
points by hopping your frog to the 
pink lady frog and escorting her home, 
but watch out for the alligators and 
snakes As you succeed in getting 
your frogs home the successive jour- 
neys become progressively harder 




AJtCADG GAME SERKS 
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3rd PARTY SOFTWARE - £7.95 


GUARDIANS of the GORN USG7500 16K C £7.95 

In this game from In Home Software, you must rescue space ships and aliens from the grasp of the deadly Gorn and his Guardians. 
The Guardians of Gorn are hideous spiders waiting to catch and feed you to the master of the web. the Gorn Even worse the Gorn 
will suddenly appear without warning to do his own dirty work Your only chance is to rescue the ships and aliens, return them to the 
safety of their home base while dismantling the tendrils of the web and destroying the Guardians of the Gorn A spider web will 
appear on the screen and 4 alien ships will become trapped on the web. You must manoeuvre around the web, rescue all the alien 
ships and return home to base Your rescue is accomplished by passing over the alien ships and automatically picking them up The 
web covers the entrance to the Gorn's 
lair and is guarded diligently by three 
relentless spiders. These spiders will 
pick up your scent and if they catch 
you they will hold you as a tasty 
morsel for the Gorn Beware, when 
the Gorn is really hungry, he may 
decide to look for food himself When 
you have returned to home base with 
all the aliens a new screen will appear 
and the game will become progres- 
sively harder If you cannot outrun 
the spider there is an alternative for 
escape, you can blow up the web 
that you and the spider are on. but 
you must ensure the front portion of 
you is touching another strand of the 
web first or you will be lost with the 
spider For 1/2 players with joysticks. 




SLIME USS 2500 24K C £7.95 

Also available on disk (USS 2502 - 24K - £7 95) The diabolical alien plan is to raise the level of Earth s oceans and drown out all life 
so that the slime breathing invmcibles can colonize The Terran alliance has hastily constructed Gamma-Tube Absorbers and has 
implanted them in the Sargosso Sea All that is left of the Earth's defences is your fleet of Electro-Wedge Deflector warships and the 
Absorbers Only your superbly trained task force can stop the Invmcibles and spell the difference between survival and gruesome 
annihilation The first object is to protect your deflector warship and then to channel the slime that is falling from the heavens into 
the Gamma Tube Absorbers As each level progresses the slime that falls into the ocean causes the level to rise and with it your 
warship, thus making it more suscept- 
able to the intense lightning storms 
that are generated when Plexerian 
saucers 'seed' the clouds with embry- 
onic slime To prevent the slime from 
destroying your ship or to stop the 
oceans rising you must create wedge 
sluices to deflect the slime and wedge 
shields to protect your ship You have 
a choice of 3, 5 or 7 warships. Your 
ship will be destroyed by slime, fire- 
balls or lightning The level of the 
ocean drops to the base level every 
10,000 points and at other times during 
play You receive 100 points for each 
slime drop that is deflected into the 
gamma tube absorber and 10 points 
for each one which is destroyed di- 
rectly A 1/2 player game from Synapse. 




SOCCER 


USS 3111 16K R £7.95 


SOCCER 


TIME n SCORE e o 


Starting from the kick-off. you receive the ball and move it down into your opponent's half Possession and ball control are both 
required in this test of skill Reach the penalty area, prepare to shoot, oh no! a defender is blocking your path Pass quickly to a team 
mate, dribble towards the goal, avoid the last defender and shoot. The goalkeeper moves across but he can’t reach your powerful 
shot, it's a GOAL' This game from EMI features a scrolling screen display of a football field, including goals, line-markings and a 
clock to keep the time The realism offered by the scrolling screen is added to by the full compliment of 22 players These players, 11 
on each side, take part in an all action game that includes tackling, passing, shooting and dribbling There are over two hundred 
variations of play in EMI's Soccer, 
with differing combinations of human 
and computer participants Soccer is 
one of the few games programs which 
can be played by one, two, three or 
four players (three and four player 
games can only be played on the old 
style Atari 400/800 computers as they 
have four joystick ports). You can set 
the length of the game to 10, 45 or 90 
minutes long, so you can experience 
the tension and excitement of a full 
length match To allow you to pro- 
gress to a harder challenge as you 
become a better player, Soccer fea- 
tures four different skill levels for you 
to choose between Soccer comes on 
ROM cartridge for instant action, and 
offers first class gameplay 
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3rd PARTY SOFTWARE - £9.95 






SHAMUS (Cass is Not XL/XE) USS 1600 16K C £9.95 

This game from Synapse is also available on cartridge (USS 1601 - 16K - £14 95) You've finally made it Your nerves tell you he's 
here and the smell The sickeningly sweet odor of decomposing fruit, the SHADOW'S trademark Out of the corner of your eye, a 
small black shape darts up to the door and noiselessly enters the building across the rocket pad The memory of your last encounter 
with the Shadow jolts you. like a neuro-stunner set on max Images of ROBO-DROIDS, that just don’t know when to quit dark, 
sneaky WHIRLING DRONES from a timeslip star system and the lightning quick SNAP-JUMPERS, that fry you for looking at them 
crosseyed, flicker through your mind Still you've handled them before. The big boy himself is the one you're after! The object of the 
game is to reach the very core of 
Shadow’s lair and destroy him This 
is accomplished by progressively ex- 
ploring the various coloured levels of 
the lair and accumulating the greatest 
number of points, bonuses and extra 
lives In order to overcome all of the 
obstacles and dangers that infest the 
lair and triumph in the final battle 
with Shadow you must familiarize 
yourself with all 32 rooms of each of 
the coloured keys for all of the pass- 
ages Unlike text adventure games, 

Shamus can only be mastered by a 
long and arduous training period, when 
your reflexes are sharpened to a point 
where you can deal with the incredible 
speed and viciousness of the attacks 
of the Shadow and his henchmen 


Q*BERT USQ1501 16K R £9.95 

Q*Bert from Parker springs to life with all the adventure of the popular arcade game Colourful graphics and arcade-like sounds 
accompany the lively action. Hop Q*Bert up and down the steps of a three-dimensional pyramid, changing each step's colour as he 
lands Complete the entire pyramid and Q*Bert moves to a more challenging level But look out - the crafty arcade creatures are here 
too and they are after Q'Bert Hop out of danger fast or soar to safety on a Flying Disk Watch where you move Q'Bert, the loveable 
arcade character in this lively action and adventure game One hop off the pyramid and he will be lost in space You will have to use 
all your wits and skill to keep Q*Bert hopping from cube to cube as he struggles to colour in the pyramid Be ready for the rolling 
Red Ball and be careful of Coily 
the snake with the perilous pounce. 

They are just two of the nasties waiting 
to end Q'Bert’s quest Q*Bert is a 
maze craze for which you need razor 
sharp reactions to keep the cute ar- 
cade character safely on the pyramid 
and out of harm's way The object is 
to score as many points as possible 
by keeping Q*Bert hopping as long 
as possible There are bonus points 
to be gained, every time you success- 
fully fight off a nasty. If you wish to 
keep Q'Bert out of trouble then board 
a flying disk and it will whisk him 
away to safety at the top of the py- 
ramid But don’t go any further, or he 
will be lost in space Q*Bert provides 
great entertainment for all the family. 


SUPER COBRA 


USS 6851 16K R £9.95 


Brush up your piloting skills because you’re about to take off on a hair-raising adventure from Parker air surveillance of unfriendly 
territory. This means a 10,000 mile obstacle course through ever-changing terrain over craggy mountain tops, around tall city 
buildings, through long jagged tunnels. And that isn’t all! The course is rigged with chopper-stopping weapons like igniting rockets, 
heavy ground artillery, flobbynoids and flying saucers Every 1,000 miles brings ever increasing challenges and ever-certam danger 
But a handsome payoff lies at the end for anyone who’s got what it takes You’ll start the game with 5 choppers The first appears in 
action while the remaining ones wait ‘on deck' at the bottom of the screen As soon as you press START, begin to fly your chopper 
down screen to the right The object 
is to avoid the obstacles on the chop- 
per's air route in order to gam points 
for mileage Hit an obstacle and the 
chopper goes down. When this hap- 
pens. the next chopper comes up and 
begins at the same half of the level 
where the last one crashed In addition 
to gaining mileage, try to shoot down 
the weapons scattered over the course 
for points You’ll find 6 types of 
weapons rockets ground artillery, 
flobbynoids, falling mines, comets and 
flying saucers Just remember dodge 
their fire, don’t run your chopper into 
them, and try to shoot them down for 
points When you reach Level 11, the 
object is to pick up the booty by 
swooping down and landing on it 
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INFOCOM TEXT ADVENTURES 


DEADLINE USD 1602 48K D £22.95 

Deadline is the first in a series of all-text mystery adventure games from the creators of Zork. Totally engrossing, you are seemingly 
pulled directly through the CRT, and right into the mansion with the suspects You. as the Detective, are called upon to investigate 
the apparent suicide of a wealthy and philanthropic industrialist. There are no monsters, treasures, mazes, wizards, magicians, 
fantasy, or sound effects, just seven characters with you in a house with grounds having some 48 mappable locations. Sounds 
simple'? Guess again' There are several tricky puzzles, a very involved plot, an abundance of well-written text, characters moving 
independently of one another (and of you), a second suicide/homicide of one of the characters (under certain conditions), and the 
possibility of twenty-five different 



endings, including your own early 
demise. Deadline unravels slowly, and 
is complete with false leads and 
subplots You have 12 hours to 
establish your case and resolve the 
conflicting issues. Don’t try to do it 
all in the first hour; events transpire 
at specific times which will alter your 
suspicions or influence your invest- 
igation Because of these events a 
complete solution is not possible until 
early in the afternoon, even if you 
know exactly what needs to be done. 
After seeing the many screens of poss- 
ible responses and descriptions, per- 
haps the biggest single puzzle is, how 
did Infocom ever manage to get all of 
the text onto one disk? 


Deadline by Infocom does not include 
graphic representation as all the prog- 
ramming power is concentrated on pro- 
viding an in depth adventure. You will 
find that the screen display for Deadline 
will include text only, similar to the Zork 
1 screen printed on page 15 opposite. 
You type in commands and the com- 
puter replies with a summary of the 
scenario after each command. 


ENCHANTER 


USE 6202 48K D £39.95 


In Enchanter, the first of a spellbinding series in the tradition of Zork, you are a novice magician whom Fate has chosen to do single 
handed combat with a dark and fierce power But worldly weapons will avail you naught, for your foe is the Evil Warlock who holds 
sway over the land To defeat him, you will have to match your skills as a necromancer against his, casting spells you have learned 
from your masters in the Circle of Enchanters and other incantations you will acquire as you proceed on your quest. If you succeed, 
you will be elevated to a seat in the illustrious Circle, if you fail, your land will be doomed to an eternity of darkness. Our once 
peaceful land is being held in thrall by a warlock so powerful, he detects and destroys even the strongest opponents who enter his 
domain But all is not yet lost, for an 



ancient prophecy speaks of a brave 
and cunning novice enchanter, some- 
one insignificant enough to slip past 
the watchful warlock and conquer him 
by means of rudimentary magic and 
spells discovered during the quest. 
Our only hope for the future is you. 
Farewell, brave enchanter; may your 
necromancy save the land and the 
prophecy prove true This adventure 
is like waking up inside a story. You 
can talk to it in English, and it talks 
back. What is more, you even shape 
the course of events through your ac- 
tions. Take a good look at the instruc- 
tion manual before you begin this ad- 
venture to find out what you need to 
know to save your endangered people 


Enchanter by Infocom does not include 
graphic representation as all the prog- 
ramming power is concentrated on pro- 
viding an in depth adventure. You will 
find that the screen display for Enchanter 
will include text only, similar to the Zork 
1 screen printed on page 15 opposite. 
You type in commands and the com- 
puter replies with a summary of the 
scenario after each command. 


HITCH-HIKERS GUIDE 


USH 6402 48K D £27.95 


Beyond question the most mind-bogglingly hilarious story Infocom has ever produced is The Hitch-Hikers Guide to the Galaxy It is 
not such a mind-bogglingly improbable coincidence that Douglas Adams, the irrepressible author of the best-selling novel The Hitch 
Hikers Guide to the Galaxy, would design an interactive story set in the same outrageous universe as his books He fell in love (well, 
strong 'like') with Infocom’s other interactive stories some time ago He immediately saw the interactive possibilities of Hitch-Hikers 
and teamed up with Infocom's Steve Meretzky to produce this classic computer adventure. And now you’re going to take a trip you 
never thought possible You are on the verge of becoming Arthur Dent, a simple if unworldly chap whose house is, unluckily, being 



bulldozed to make way for a by-pass 
Not that it matters, really, since the 
Earth is about to be destroyed for 
somewhat similar purposes. If you 
survive these twin disasters, you'll 
travel with Ford Prefect, your peculiar 
friend and neighbour, Trillian, Zaphod 
Beeblebrox and Marvin, to tha most 
unusual corners of the Galaxy Some 
of the corners are so unusual, in fact, 
that its best not to assume the obvious 
- who you are for instance So, grab 
a pint of bitter and a couple for the 
road, and prepare to have your mind 
boggled, your wits tested and your 
concept of reality thrown for a loop 
by The Hitch-Hikers Guide to the 
Galaxy. And don't forget your towel! 
Another classic Infocom Adventure 


Hitch-Hikers by Infocom does not include 
graphic representation as all the prog- 
ramming power is concentrated on pro- 
viding an in depth adventure. You will 
find that the screen display for Hitch- 
Hikers will include text only, similar to 
the Zork 1 screen printed on page 15 
opposite. You type in commands arid 
the computer replies with a summary of 
the scenario after each command. 
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INFOCOM TEXT ADVENTURES 


PLANETFALL USP4402 48K D £22.95 

‘Join the Patrol and see the Galaxy’ You’d taken the posters advice, bait and all, and marched right over to the recruitment station 
near your home on one of Gallium’s backwater moons A youth’s dreams of exotic worlds, strange and colourful aliens, and Deep 
Space heroism had danced in your head as you signed the dotted line Ninety-five millichrons later, you'd emerged with a buzz-cut 
scalp and a permanent layer of de-licing spray covering your body. Also, there was a mop in your hand You'd been commissioned 
Ensign 7th Class, Code KP8; licensed to swab And since that day, the closest you’ve come to Deep Space heroism was scrubbing 
down the radioactive leper colony on lshmael-3. But suppose that jumbo fortune cookie you got at Qwang’s take-out Asteroid last 
shore leave was right, and your luck 


PLANETFALL 

,Al If 






does take a turn for the better Maybe 
you will indeed narrowly escape dis- 
aster Perhaps you really are about to 
take an unexpected journey and meet 
a short, mysterious stranger. It’s even 
possible that you’ll actually travel to 
an unknown corner of the universe, 
where you’ll save a doomed planet - 
or die in the attempt. In fact, we ll 
guarantee it - every last crumb of it. 
Because thats just the way the cookie 
crumbles, here in the next dimension 
Like all Infocom prose games, Planet- 
fall is designed to stimulate your 
imagination as nothing else in com- 
puter game software can. Planetfall 
will send you into a whole new dimen- 
sion of adventure and excitement. 


Planetfall by Infocom does not include 
graphic representation as all the prog- 
ramming power is concentrated on pro- 
viding an in depth adventure. You will 
find that the screen display for Planetfall 
will include text only, similar to the Zork 
1 screen printed on this page. You type 
in commands and the computer replies 
with a summary of the scenario after 
each command. 


SEASTALKER USS 1002 48K D £22.95 

There’s something down there in the ocean, something terrifying And you have to face it - because only you can save the 
Aquadome, the world’s first undersea research station. The alarm sounds and your submarine, the Scimitar, is docked nearby But 
not so fast - you haven’t even tested the Scimitar in deep water, and the crew at the Aquadome may have a traitor in its ranks So be 
careful' You have many possibilities to consider, mysteries to unravel and life-and-death decisions to make! Success won't come 
easily It may not come at all - because, if you challenge the deep without using all your wits, you just might wind up as shark bait! 
As the story opens, you, a young scientist and inventor, are working in your private lab when the commander of the Aquadome calls 
you for help The Aquadome is being 
attacked by a huge mysterious sea 
monster! Its time for action! To get to 
the Aquadome you’ll have to travel 
through Frobton Bay to the ocean in 
your latest invention a two-person 
submarine called the Scimitar It’s 
equipped with many features useful 
for research, including a searchlight, 
grasping extensor claws, sonarscope, 
depth control, and automatic pilot. 

But it has no weapons, so you’ll need 
your friend Tip' alongside you to help 
you deal with the monster. Soon, you’ll 
find yourself in a real pickle while 
the sea monster attacks the Aquadome 
from outside, a traitor may be sab- 
otaging it from inside! You’ll have to 
be quick to save the Aquadome 


Seastalker by Infocom does not include 
graphic representation as all the prog- 
ramming power is concentrated on pro- 
viding an in depth adventure. You will 
find that the screen display for Seastalker 
will include text only, similar to the Zork 
1 screen printed on this page. You type 
in commands and the computer replies 
with a summary of the scenario after 
each command. 


ZORK 1 USZ5012 48K D £22.95 

Zork I is the definitive adventure game Only the original Adventure program and the Scott Adams series are comparable in 
challenge and complexity It has the monstrous scope, fundamental tenets, and beautifully descriptive prose of Adventure, plus a 
complex enough 'puzzle' structure to warm the heart of any Scott Adams fan. The scenario is familiar, but the specifics are totally 
new and different Not suprisingly, one starts at a deserted house which leads (in hopefully short order) to a cavernous underground 
complex replete with varied and sundry treasures, a hungry Cyclops, an audacious thief, a testy troll, enchanted items (like certain 
mirrors and knives), an underground lake, dam, and river to say nothing of the coal mine, chapel, maze, and all of the other locations 
in the adventure up to the gates of 
hell. The split-screen, all-text, and si- 
lent display is neatly formatted and 
scrolls smoothly. The vocabulary is 
extensive, by far one of the largest in 
any of the current adventures com- 
pound and multiple commands are 
accepted and individually acted upon 
For example, ‘Take all but shovel and 
pump. Enter the boat. Examine Scarab’ 
is a valid, single command line It will 
even answer a few abstract questions 
such as ‘what is xxx' Well conceived 
system commands permit diagnosis 
of your state of health, control of the 
degree of text verbosity, enabling/ 
disabling a printer from within the 
program and saving a game(s) status 
to a separate disk. 
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